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This is the manual for OpenToonz, an open-source full-featured 2D animation creation software.
http://opentoonz.github.io

Note: This manual is an ongoing project, which aims to provide the first and most complete reference for OpenToonz
features, and as such there will always be room for improvements and updates. Collaboration is welcome!

To contribute to OpenToonz’s documentation, please visit the OpenToonz docs repository.
https://github.com/opentoonz/opentoonz_docs
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CHAPTER 1

Installing OpenToonz

1.1 Downloading OpenToonz

You can download the appropriate version of OpenToonz for your operating system from the Download page in
the official OpenToonz web site. Choose either the Windows or macOS version to start downloading the installer
application.

At the bottom of that same page it’s also possible to find the developer’s “Nightly Builds” (new versions of the software
compiled each night for testing purposes), with which you will be able to try out the latest features and bug fixes, as
they are being included in OpenToonz.

Note: WARNING: Use at you own risk! A Nightly Build version could potentially be an unstable one, so it is not
adviced nor supported, for use in production environments.

Note: All other builds apart from the ones downloaded from the official web site ARE NOT officially supported by
OpenToonz.

Morevna Project provides builds for Windows 32-bit, Windows 64-bit, macOS, and appimage as well as snap for
Linux.

Finally, there’s also an OpenToonz fork called Tahoma2D avalaible for Windows, macOS and Linux, that could rep-
resent a good alternative for certain use cases, where it could be possible to find slightly different approaches to some
of the core features in the software, as well as its own new solutions and tools.

All in all, the OpenToonz ecosystem is an open, diverse and fluid one, which means that most novel features, improve-
ments and fixes developed for one of its variants, would most probably end up appearing in the other ones too, within
time.



https://opentoonz.github.io/e/download/opentoonz.html
https://github.com/morevnaproject
https://github.com/morevnaproject/opentoonz/releases
https://snapcraft.io/opentoonz-morevna
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1.2 Installing on Windows

Execute the OpenToonzSetup.exe file and follow these steps:

Note: Microsoft Defender’s Smart Screen might alert that the installer is not signed. Just click on the “Run anyway”
button (select “More info” to make it visible) to proceed with the installation.

1. Choose the language for the installer messages.

Select Setup Language #
Select the language to use during the
installation:

English o v

oK Cancel

2. Accept OpenToonz Terms of Use.

4 Chapter 1. Installing OpenToonz



OpenToonz Documentation, Release 1.7.1

355 Setup - OpenToonz —

License Agreement

Please read the following important information before continuing.

Please read the following License Agreement. You must accept the terms of this

agreement before continuing with the installation.

OpenToonz Terms of Use

agree to all the content of the Terms.

(@)1 accept the agreement

() 1do not accept the agreement

Next =

This OpenToonz Terms of Use ("Terms”) stipulates
the condition of use of the Software and Binary for
animation producing ("OpenToonz”), released
without cost by Dwango Co., Ltd. ("Dwango”).
Before you use OpenToonz, you shall confirm and

Cancel

3. Decide where to install the OpenToonz stuff folder and if you wish to overwrite any settings in a preexist-
ing OpenToonz stuff folder in the chosen location (except for user’s personal settings, which will always be

preserved).

1.2. Installing on Windows
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355 Setup - OpenToonz

Choose Destination Location for Stuff Folder

Select the folder where setup will install the OpenToonz Stuff folder containing

various setting files

Install the OpenToonz Stuff folder to:

|C: \OpenToonz_stuff

Browse...

Owverwrite all setting files in the Stuff folder except user's personal settings

< Back

Mext = Cancel

4. Decide whether or not to create a desktop icon during the installation process.

Chapter 1. Installing OpenToonz
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355 Setup - OpenToonz —

Select Additional Tasks
Which additional tasks should be performed?

Select the additional tasks you would like Setup to perform while installing
OpenToonz, then click Next.

Additional shortcuts:

‘Create a desktop shortcut:

< Back Mext = Cancel

5. Press the Install button to start the installation process with the chosen settings.

1.2. Installing on Windows 7
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355 Setup - OpenToonz —

Ready to Install
Setup is now ready to beqgin installing OpenToonz on your computer.

Click Install to continue with the installation, or click Back if you want to review or
change any settings.

Additional tasks:
Additional shortcuts:
Create a desktop shortcut

< Back Install Cancel

6. Decide whether or not to Launch OpenToonz right away after closing the installer.

8 Chapter 1. Installing OpenToonz
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355 Setup - OpenToonz —

Completing the OpenToonz
Setup Wizard

Setup has finished installing OpenToonz on your computer.
The application may be launched by selecting the installed
shortcuts.

Click Finish to exit Setup.

[«]iLaunch OpenToonz

Einish

1.2.1 Chocolatey

choco install opentoonz

1.3 Installing on OS X

Follow these steps:
1. Right-click on the OpenToonz.pkg file in Finder & select Open.

2. Press the Continue button.

1.3. Installing on OS X 9
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Introduction

#® |nstall OpenToonz

Welcome to the OpenToonz Installer

You will be guided through the steps necessary to install this
software.

Continue

3. Choose a language and press the Continue button.

Introduction

License

#® |nstall OpenToonz

Software License Agreement

English

OpenToonz Terms of Use

This OpenToonz Terms of Use (“*Terms”) stipulates the condition of use of
the Software and Binary for animation producing ("OpenToonz”),
released without cost by Dwango Co., Ltd. ("Dwango”). Before you use
OpenToonz, you shall confirm and agree to all the content of the Terms.

In case of using OpenToonz by a legal entity, the person who is duly
authorized to agree on its behalf shall need to consent to the Terms.
When a user (if a user is a legal entity, it includes its executives and

employees, same as hereafter) use OpenToonz, Dwango shall deem it as
consent to the Terms.

The Terms may be revised at Dwango’s own discretion. And user shall be
deemed to consent to revised Terms if it use OpenToonz still after revised
Terms go on display.

Articlel (Licensing OpenToonz)

1. Dwango shall grant user to use OpenToonz and documents for
OpenToonz (“Document”), provided, however; user shall use OpenToonz
in accordance with the Terms and in a way described in this Document.
2. Dwango may temporarily suspend OpenToonz on the following

Save... Go Back Continue

4. Press the Agree button to accept the OpenToonz Terms of Use.

10
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To continue installing the software you must agree to the terms of the
software license agreement.

Click Agree to continue or click Disagree to cancel the installation and quit
the Installer.

Read License Disagree Agree

5. Select the install destination (will be Macintosh HD unless multiple disks are available) and press the Continue
button.

® |nstall OpenToonz

Select a Destination

Select the disk where you want to install the
OpenToonz software.

Introduction
License

Destination Select

Macintosh HD
512.4 GB available
1 TB total

Installing this software requires 78.3 MB of space.

You have chosen to install this software on the disk
“Macintosh HD".

Go Back Continue

6. Press the Install button to start the installation process with the chosen settings.

1.3. Installing on OS X 11
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#® |nstall OpenToonz

Standard Install on "Macintosh HD"

IR e This will take 78.3 MB of space on your computer.

License Click Install to perform a standard installation of this software

Destination Select on the disk "Macintosh HD".

Installation Type

Change Install Location...

Go Back Install

7. Press the Close button to exit the installer.

® |nstall OpenToonz

The installation was completed successfully.

Introduction
License
Destination Select
Installation Type
Installation

The installation was successful.

Summary

The software was installed.

12 Chapter 1. Installing OpenToonz
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1.3.1 Homebrew

brew cask install opentoonz

1.4 Installing on Linux

1.4.1 ALT Linux

# apt—get install opentoonz opentoonz-doc

1.4.2 Arch Linux

# pacman —-S opentoonz

1.4.3 Debian GNU/Linux

1. Download PGP signing key package.

wget http://www.deb-multimedia.org/pool/main/d/deb-multimedia-keyring/
deb-multimedia-keyring_2016.8.1_all.deb

2. Install PGP package.
sudo dpkg -i deb-multimedia-keyring_2016.8.1_all.deb
3. Add repository address to your sources list.

echo "deb http://www.deb-multimedia.org stable main" | sudo tee —-a /etc/apt/
sources.list Builds for testing and sid also avalaible.

Note: Debian packages avalaible only for amd64, arm64 and 1386 architectures.

4. Install OpenToonz.

sudo apt update && apt install opentoonz opentoonz-data

Tip: For updating enter sudo apt update && apt upgrade.

1.4.4 Fedora

# dnf install opentoonz

1.4.5 Gentoo

sudo emerge media-gfx/opentoonz

1.4. Installing on Linux

13



OpenToonz Documentation, Release 1.7.1

1.4.6 NixOS

nix-env —-iA nixos.opentoonz

1.4.7 openSUSE

sudo zypper install opentoonz

1.4.8 Solus

sudo eopkg install opentoonz

1.4.9 Void Linux

sudo xbps—-install -S opentoonz

1.4.10 Universal binaries
Flatpak

1. Installing.
flatpak install flathub io.github.OpenToonz
2. Run.

flatpak run io.github.OpenToonz
Snap

sudo snap install opentoonz

1.5 Installing on FreeBSD

# cd /usr/ports/multimedia/opentoonz && make install clean

1.6 Installing on DragonFly BSD

# pkg install opentoonz

14 Chapter 1. Installing OpenToonz



CHAPTER 2

Using FFmpeg with OpenToonz

2.1 What is FFmpeg?

To render your animation as an mp4 or webm, or also as a gif on Mac, OpenToonz requires the FFmpeg multimedia
framework to be installed on your machine.

For more information, please visit this page: About FFmpeg

2.2 Installing FFmpeg for Windows

2.2.1 Downloading

To download FFmpeg, first visit this page: Download FFmpeg

15
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= Get the packages

Linux Packages
Deblam
Debian - del

basnEw 1

Libangw

Fedora and Red Hai Enterprise Linux |

Linux Static Builds

Select the Windows icon and then select the Windows builds link:

X Get the packages

=1

Windows Packages

W rnre

You will be taken to an FFmpeg Builds page with some options for the version of FFmpeg that you want to
download:

16 Chapter 2. Using FFmpeg with OpenToonz
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Version Architecture Linking

‘Windhows G-kt Static

Wincows 32-bit Shared

maclrs G&4-bit D

Download Build

In the majority of cases, the default choices are fine.
Click on the blue Download Build button, this will begin downloading a zip archive containing FFmpeg.

2.2.2 Installing

Once you have downloaded the FFmpeg zip archive, open it and double-click on the first folder.

Within the bin folder are the executable files that you will need.

* Create a new folder on your computer, the recommended location is C:\.
* Name the new folder FFmpeg.

* Drag the contents of the bin folder from the archive into the newly created folder.

» This PC » Local Disk (C:) » FFmpeg w | 0
o Mame Date medified Type Size

[ ffmpeg.exe 30/04/2018 03:15 Application 61,072 KB

[ fplay.exe 30/04/2018 03:15 Application 60,956 KB

[ ffprobe.exe 30/04/2018 03:15 Application &0,979 KB

* Next, start OpenToonz and open the Preferences window with File — Preferences...
* Navigate to the Import/Export category; at the top you will see a box with the text FFmpeg path.

* Insert the path to your FFmpeg folder that you created earlier, if you have used the recommended path, this will
be C:\FFmpeg\:

FFmpeg Path: | CAFFmpeg

* Restart OpenToonz.

¢ Open the Output Settings window with Render — Output Settings...

In the File Settings subsection, you should now see mp4 and webm.

2.2. Installing FFmpeg for Windows 17
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File Settings
Cave in: +0 IJtFi uts

Mame: untitledd mp Options
Iy
Resample Balance: Standard mov
mpd
Channel Width: & bit nol
png
Dedicated CPUs: rgb

2l

spritesheet
tga
tif

Eender Tile: Mone

+ Other Settings

2.3 Installing FFmpeg for Mac

2.3.1 Downloading

To download FFmpeg, first visit this page: Download FFmpeg

18 Chapter 2. Using FFmpeg with OpenToonz
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= Get the packages

Linux Packages

DeeEvlain

Ie-Bian 1

Lianew I

L ibaanEL

Fedora and Red Hai Enterprise Linux |

Linux Static Builds

Select the Apple icon and select the Static and Shared builds link.

& Get the packages

05 X Packages

1o el (s B~ i

Seavkc and thared |

You will be taken to an FFmpeg Builds page with some options for the version of FFmpeg that you want to
download:

2.3. Installing FFmpeg for Mac 19
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Make sure macOS 64-bit is selected under the Architecture column.

Version Architecture Linking

SH0T-ha4 581 Windows 54-bit

4.1 Windaws 32-bit

macls 64-bit

Download Build

Click on the blue Download Build button, this will begin downloading a zip archive containing FFmpeg.

2.3.2 Installing

Once you have downloaded the FFmpeg zip archive, open it and double-click on the first folder.

Within the bin folder are the executable files that you will need.

* Open Finder and create a new folder, the Applications/OpenToonz folder is the recommended location.

* Name the new folder FFmpeg.

* Drag the contents of the bin folder from the archive into the newly created folder.

Tip: For macOS 10.15 and later, each executable within the FFmpeg folder needs to be opened before using Open-
Toonz (this only needs to be done one time, due to security features). In Finder, right-click on each executable (ffmpeg,
ffprobe, and etc.) and select Open With — Terminal. Once the Terminal windows have launched successfully,
Terminal can be closed.

* Next, start OpenToonz and open the Preferences window with File — Preferences...
* Navigate to the Import/Export category; at the top you will see a box with the text FFmpeg path.

* Insert the path to your FFmpeg folder that you created earlier, if you have used the recommended path, this will
be /Applications/OpenToonz/FFmpeg:

* Restart OpenToonz.

* Open the Output Settings window with Render — Qutput Settings. ..

20 Chapter 2. Using FFmpeg with OpenToonz
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In the File Settings subsection, you should now see mp4, webm and gif.

File Settings
Save in:  +outputs

Name: untitled? mp4d Options

bmp
Resample Balance: Standard gif
iPg

Channel Width: 8 bit mp4

nol

Ppng

rgb

sqi

Render Tile: Small  spri...heat
tga

Dedicated CPUs:

+ Other Settings

2.4 Installing FFmpeg for Linux

To install FFmpeg, enter the following command in the shell depending on your distribution.

Arch Linux: # pacman -S extra/ffmpeg
Debian GNU/Linux: # apt install ffmpeg
Gentoo Linux: # emerge media-video/ffmpeg

Solus: # eopkg install ffmpeg

If you are using a other Linux distribution please refer to its documentation or visit the FFmpeg website.

Tip: To make it possible to export files in mp4, webm or gif formats, you need to specify the path to FFmpeg installed
on your system, usually it is /usr/bin/ffmpeg. Enter command which ffmpegq in the shell to find out.

« Start OpenToonz and open the Preferences window with File — Preferences...
* Navigate to the Import/Export category; at the top you will see a box with the text FFmpeg path.

* Insert the path /usr/bin.
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ional file formats.

is located on your computer.

* Restart OpenToonz.

* Open the Output Settings window with Render — Output Settings...

In the File Settings subsection, you should now see mp4, webm and gif.

ettings
ave in: +outputs

Mame: untitled27 tif Options
mp4
Resample Balance: Standard nol
png

Channel Width: 8 bit rgb
5qi

Dedicated CPUs: All spri...heet
tga
L tif
Render Tile: MNone tiff

webm

22 Chapter 2. Using FFmpeg with OpenToonz



CHAPTER 3

What's New in OpenToonz

In this section you can find a list of Highlights in the latest release of OpenToonz; these may include New Features,
Bug Fixes or Enhancements to already existent features. Here, you can also find links to past versions’ Release Notes,
to keep track of OpenToonz development history throughout time.

3.1 v1.6
3.1.1 Highlights

. m Rhubarb integration for automatic lip-syncing [Tahoma2D port, with modifications].

. m Xsheet/Timeline: Ability to Shift + drag an exposed cell to move it, while automatically adjusting
neighbouring hold cells.

. m Xsheet/Timeline: Restored original Toonz feature for changing parent of a column from the XSheet
header [Tahoma2D port].

. m Xsheet/Timeline: Cell Mark feature for identifying desired cells using colored dots.
. m UI: Xsheet Minimum Layout for ultra-compact column size.

o E']E UI: Xsheet zoom control.

. m UI: Zoom in/out and fit floating panel geometry commands.
. E']E Color Display: 30bit color display feature.

. m I/O: Export Xsheet to PDF.

. m I/0: Export to TVPaint JSON file format.

. m I/0: OpenEXR image format support.
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. m I/O: File Path Processing Using Regular Expressions.

. m Cleanup: Enabled to Cleanup without Line Processing, allows applying Autocenter, Rotation, etc.
without further processing of the images.

. m Rendering: Multi-Thread FFMPEG option for faster rendering.

. m Brush and Paint Brush Tools: Lock Alpha setting for Toonz Raster and Raster level types.
. m Style Editor: Hex editbox for color values in Style Editor.

. m Style Editor: Hex color names editor.

. m Effects: Linear color space option for all Layer Blending Ino effects.

. m Effects: Conical Transform option for Fractal Noise Iwa effect.

. m Effects: Image Size option for the Input Size parameter for Tile Iwa effect.

o m Effects: GPU HSL Blend shader effect.
. m Effects: Bokeh Advanced Iwa effect.
. m Effects: Compass Gadget for Radial and Spin Blur effects.

. m Camera Capture: Camera calibration.
N ENHANCEMENT pews Improved Audio Recording.

B ENHANCEMENT Xsheet/Timeline: Enhanced Note level column.
B ENHANCEMENT Ry Flipbook playback.

N ENHANCEMENT RN Sserey it Renaming Pass Through Nodes (Tahoma2D port).

N ENHANCEMENT 1/0: Enabled to set Raster level frame number format.

B ENHANCEMENT 1/0: Enabled to use PNG for new Raster levels.
o LRSI 1S 0UN 1/0: Enhanced FFMPEG GIF export.

. File Browser: Enabled to view palette files from the File Browser.

. Palette: Enabled to paste style’s color into a color field.

. Effects: Fx Intensity parameter for controlling global effect intensity.

. Effects: Redesigned Pass Through effect node.

. Camera Capture: Enabled inputting frame with suffix in Camera Capture.
. Stop-motion: Enhanced Stop meotion feature.

. Packaging Opentoonz for Fedora distribution.

. EE! Crash on showing snapshot in flipbook.

. EE! Crash on saving scene containing missing palette level.
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. EIE Crash on undoing tool.

. EIE Crash after starting a pen stroke from inactive window.

. EIE Crash on Stage Schematic Column Right click.

. EIE Crash on rendering ArtContour fx.

. EIE Crash on rendering PaletteFilter Fx (and other fxs) with hyphen.
. EIE Crash on cleaning up zerary column.

. EIE Crash on creating a zerary fx in the camera column.

. EIE Crash on creating Macro Fx from the Fx Browser.

. EIE Crash On Inserting Fx.

. EIE Crash on clicking shortcut tree.

. EIE Crashes when using Type tool.

. EIE Crash on deleting control point while dragging.

. EIE Crash on switching scenes while selecting raster level frame.

o EIE Undo Malfunction.
. EIE File browser assertion failure.

. EIE “Show Folder Contents” command for UNC path.
. EIE Viewer playback.

. EIE Flipbook wobbling when dragging while playing.
. EIE Pressing Shift key loses focus when renaming cell.

o EIE Autorenumber of Raster Level.
. EIE Cell Selection on Click.

. EIE GIF rendering on older versions.

. EIE Saving TLV.

. EIE Output file name for movie format.

. EIE PSD loading and level format preferences.

. EIE Backtab key to work for moving styles shortcut scope.
. EIE FramelDs Inconsistency in Level Strip Commands.

. EIE Memo Popup Background Color.

. EIE FX gadget picking.

. EIE Margin of Directional Blur Fx Iwa.
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. EIE Zerary Fx bugs.

. EIE Friction parameter behavior of the Particles Fx.

. EIE Rendering Fx After Xsheet Node.

. EIE Channel clamping behavior in Layer Blending Fxs.
. EIE Fx Gadget Offset.

. EIE Bokeh Fxs Artifacts.

. EIE Schematic node placement fix.

. EIE Shortcut loading from file.

. EIE Tool options’ shortcuts to work without opening tool options bar.
. EIE Camera capture’s level control.

. EIE Mesh file naming.

. EIE Wheel scrolling on the output settings popup

. EIE Missing Checkboxes in Menu Item

. EIE Convert to TLV Palette Saving

. EIE Raster Deformation Slowness
...and much more!

Please see the v1.6 Release Notes hosted in GitHub, for the full list of new features, enhancements and bug fixes.

3.2 Previous Versions of OpenToonz

Here you can find links to previous versions’ full Release Notes, hosted in GitHub:
v1.5 Release Notes
v1.4 Release Notes
v1.3 Release Notes
v1.2.1 Release Notes
v1.2 Release Notes
v1.1.3 Release Notes
v1.1.2 Release Notes
v1.1 Release Notes
v1.0.3 Release Notes
v1.0.2 Release Notes

v1.0 Release Notes
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CHAPTER 4

Production Workflow

4.1 Traditional Workflow

The following is an example of how OpenToonz allows the management of a traditional animation production.
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Hand-drawn Animation Levels

EPaperIess Drawingk | Scanning I 3rd Party Software

b A4 h h

HColorModel —| Ink & Painting I

Studio Palette
N l

Reference Image
Xsheet / Timeline
Compositing | Camera

Stage Schematic
FX Schematic
Function Editor

i Render Farm l

Frames Render (TIF, PNG, TGA, JPG, etc.)
QuickTime

MP4

GIF

WebM

Spritesheet

4.1.1 Scanning

Hand-drawn elements are first defined in an OpenToonz Xsheet, and then acquired by using a scanner. These elements
can consist of animation levels, i.e. sequences of drawings belonging to the same animation, or background images
and overlays.

The scanned images then pass through a cleanup process, and are auto centered when necessary, using their pegbar
holes as a guide and their related field guide setting. In the case of lineart drawings, these are further prepared for the
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painting process.

See Scanning Paper Drawings .

4.1.2 Paperless Drawing

Additional drawings and animation levels can be drawn directly in OpenToonz. Drawings can be an important part of
the scene, such as a background or a character’s prop, or incidental elements needed to achieve a particular result, for
example a mask image to create a matte effect.

See Drawing Animation Levels .

4.1.3 Color Model

Color models are created for accurate color-referencing during production, when painting characters and props. They
can be drawings made in OpenToonz, scanned images processed in OpenToonz, or images coming from a 3rd party
software.

In case of OpenToonz drawings, the color model palette can be defined by creating styles and colors to be used for
painting animation levels.

See Managing Palettes and Styles and Using a Color Model .

4.1.4 Ink & Painting

Animation levels scanned and cleaned up in OpenToonz, and those made directly in OpenToonz, are painted by using
the styles stored in the palette and a set of tools.

Palette styles are interactively “linked” to drawn lines and filled areas by using indexes. The main advantage of
this method is that if you edit a style of the palette, all the lines and filled areas using that style will be automatically
updated. This allows you to change or calibrate colors also after the painting process has been done, without correcting
the style line by line, or area by area.

See Managing Palettes and Styles and Painting Animation Levels .

4.1.5 Compositing
All OpenToonz painted levels and images are exposed in the Xsheet where the timing of all the elements of a scene
can be controlled. Images, animations and clips from 3rd party software can be loaded as well.

After adding and arranging the required elements to the Xsheet as layered columns, they are then animated by using
interpolated keys placed on necessary parameters. Elements that can be animated in this way include the camera,
columns, pegbars and the table.

Special FX, such as blurs, lights, keys, masks, warps, gradients, etc. can be applied to the content of Xsheet columns,
and can also be animated by setting key value to the parameters.

Object and special FX transformations are mapped in the function editor window, where set key values and related
interpolations can be controlled and modified by using function curves or numerical columns.

See Working in Xsheet , Creating Movements , Applying Special FX and Editing Using Spreadsheet and Curves .
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4.1.6 Render Farm

The scene is rendered in order to compose all the transformations and applied special FX in a sequence of frames in
the format and resolution you prefer.

The OpenToonz render farm allows you to batch-render OpenToonz scenes by using a series of computers connected
on the same network using TCP/IP.

See Rendering the Animation and Using the Toonz Farm .

4.2 Paperless Workflow

The following is an example of how OpenToonz allows the management of a paperless animation production.
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Concept

N
Storyboard Graphic Design

N

|
Library ]’<— 3rd Party Software

\, l

Animatic

h 4

Layout

l

Animation “

l

Special FX

l

Render

4.2.1 Preproduction: Concept

Even if a paperless project can be run regardless of the script, the concept of a format with few settings and a stable
cast of characters will ease the arrangement of libraries to be prepared before the actual episode production.
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4.2.2 Preproduction: Graphic Design
The graphic design of characters, props and locations is equally important, in order to find out a style that will fit well
both with the drawing capabilities of the software and with the cutout animation technique.

In particular when designing character models and props, for which you could develop a specific line style to apply to
vectors, or use very neat lines typical of vector animations, you should consider a design where the model animation
pivot points can be easily disguised under drawings features (for example the pivot point of a ponytail linked to the
character’s head can be disguised under a ribbon).

4.2.3 Preproduction: Storyboard

While usually the storyboard is used by the director to control the rhythm of the action, in case of a paperless production
it also identifies all the elements needed for the production of each scene, by listing all of the character animations and
poses, and identifying all of the props and backgrounds that are needed to implement the story.

4.2.4 Animatic

The animatic is created starting from the scanned storyboard drawings. In OpenToonz, or in a third-party software, the
storyboard drawings are imported, timing is adjusted and camera movements are set. Audio files too can be imported
for reference.

In case the animatic is created in OpenToonz, it can also be split so that each cut can be used as a starting point for the
final compositing of each scene.

4.2.5 Libraries

Libraries are prepared by drawing directly in OpenToonz all of the elements composing the scenes, such as locations,
characters, props, etc.

As far as the characters are concerned, they will be decomposed in multiple levels (i.e. head, torso, arms etc.) used as
skeleton components rejoined through a hierarchy which at the end will make models available to the animators.

According to the storyboard analysis, the drawings needed both for the canonical turn-around model (i.e. a collection
of models as seen from different points of view: front, back, side and three-quarter views) and for additional move-
ments are prepared. Starting from these reference animations, such as running or walking cycles, jumping, may be
stored as well in order to be re-used in the scene production.

Props and backgrounds can be also created with third-party software, including rendered images from 3D software.

See Drawing Animation Levels and Creating Cutout Animation .

4.2.6 Layout

In the layout phase, all of the elements that are necessary for the scene (backgrounds, props, characters, reference ani-
mations) are loaded from the library in Xsheet, usually as Sub-Xsheets. They are put in place according to the animatic.
Basic animation is achieved by setting key positions for animated characters or importing reference animations.

Camera movements and animation timing previously set in the animatic are refined.

See Working in Xsheet and Using Sub-Xsheets .
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4.2.7 Animation

The animation for the scene defined in the layout is refined by adding key position to the character movements.
Character poses are added by tweaking the model to achieve a more fluid animation.

The right speed for all the movements is set by controlling interpolation mode in the function editor.

See Animating Objects and Using the Function Editor .

4.2.8 Special FX

Special FX, such as blur, glow, color corrections, particles, are applied to the scene elements.

Additional animation elements related to special FX, for example masks or images for the particles effect, are drawn
directly in the scene, or imported from external files.

See Applying Special FX .

4.2.9 Render

The scene has to be rendered in order to compose all the transformations and applied special FX in a sequence of
frames in the format and resolution you prefer.

The OpenToonz render farm allows you to batch-render OpenToonz scenes by using a series of computers connected
on the same network using TCP/IP.

See Rendering the Animation and Using the Toonz Farm .
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CHAPTER B

Interface Overview

& OpenToonz - X
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OpenToonz interface is organized into rooms, also known as workspaces: each room is a different collection of
windows which are laid out at specific positions on the screen.

5.1 Using Rooms

Basics
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Auvailable rooms are listed on the far right of the menu bar. Each of them always displays the content of the current
scene.

Rooms can be named and their order can be rearranged. New rooms can be added and existing rooms can be deleted.
When a room is added it is empty; to configure it, panes can be added one by one (see below).

Tip: To enter a room:

Click the related tab on the far right of the menu bar.

Tip: To name a room:

Double-click the tab and type the name you want to assign to the room.

Tip: To order room tabs:

Click and drag the tab to the new position.

Tip: To add a new room:

Right-click in the room tab area and choose New Room from the menu that opens.

Tip: To delete a room:

Right-click the room tab and choose Delete Room “<Name>" from the menu that opens. The current room cannot be
deleted.

Tip: To return to the set of rooms provided with OpenToonz:

Choose Windows — Workspace — Reset to Default Rooms.

5.1.1 Customizing Rooms
Rooms can be modified by setting different sizes to different panes, and adding or removing panes. To prevent the
accidental addition or removal of panes, rooms configuration can be locked.

Most of the panes can be maximized to fill the full interface, and can be added as floating windows by using the
Windows menu.

Tip: To resize a pane in the room:

Click any vertical or horizontal separator and drag it to the new position.

Note: Some panes like the toolbar and the level strip have some fixed size, therefore they cannot be resized.
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Tip: To open a pane as a floating window:

Select in the Windows menu the pane you want to open.

Tip: To resize a floating window:

Click and drag the border or corner of a window.

Tip: To close a floating window or a dialog:

Click the close button at the right of the title bar.

Tip: To add a pane to a room:
1. Use the Windows menu to open the pane as a floating window.

2. Click and drag its title bar to move it around and release to dock it according to the highlighted insertion point.

Note: Trying to dock a pane to the leftmost/rightmost part of the interface may fail if the main OpenToonz window is
maximized at that moment. To overcome this, you can restore the main window size, dock the desired pane, and then
maximize it back.

Tip: To remove a pane from a room:
1. Click and drag the title bar of the pane you want to remove to undock it from the room.

2. Close the floating window.

Tip: To maximize, or minimize a maximized pane:

Double-click its title bar.

Note: Some panes like the toolbar and the level strip have some fixed size, therefore they cannot be maximized.

Tip: To lock/unlock the rooms configuration:

Activate/deactivate the Windows — Workspace — Lock Room Panes option.

5.2 Room Panes

Below there is a list of the panes (in the same order in which they appear in the Windows menu) that can be used to
build rooms and that can be opened as floating windows.
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5.2.1 Batch Servers

Batch Servers

Process with:  Local

Farm Global Root:

Mame:

IP Address:
Port Nurnber:
Tasks:

State:

Mumber of CPL:

Physical Memory:

The Batch Servers window allows you to process the batch list by using the render farm, and contains information
about the list of server (rendering) nodes defined for the farm.

See Monitoring the Server Nodes .
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5.2. Room Panes
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5.2.2 Cleanup Settings

Cleanup Settings (Global)

Autocenter

Rotate 0
Flip Horizontal Vertical

inch 16"
g AR 1920/1080
* Pixels 1920 x 1080

DPl 120 =1 120

M/S O mm

E'W 0 mm

= custom>

Line Processing: Greyscale

Antialias: Standard

i

Sharpness: 90

Despeckling: 2

Brightness: O

Contrast: 50

Save In
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The Cleanup Settings pane allows you to define the parameters for the clean-up process of scanned raster images, in
order to convert them into Toonz Raster images, ready to be painted in OpenToonz.

See Cleaning-up Scanned Drawings .

5.2.3 Color Model

Color Model :: foom: 100 %

B OE 1« <l pr = Ix p

The color model viewer displays the image, or animation level, you loaded as reference to paint the current animation
level.

See Using a Color Model .
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5.2.4 File Browser

File Browser

+ Back = + Up BEaNew [ icon EEList Export File List

Folder: nToonz 1.2 stuff\sand

Name

The file browser allows you to load and save files, and to access projects.

On the left there is a file tree with some main folders containing material stored on your computer: My Computer,
Network, My Documents, History, Library and Projects. You can open folders and sub-folders in order to retrieve files
that are displayed in the area on the right.

See Managing Projects and Using the File Browser .
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5.2.5 Flipbook

Flipbook = Zoom: 100 %

E EOE I« «/il = p @F

The flipbook can display animation levels, clips or sequences of images. It can be used to check levels for instance
before loading them, or to control a rendered sequence.

See Using the Flipbook .
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5.2.6 Function Editor

Value 105 7 coll.ew

From 5

Interpolation:

First Speed: (
Handle: 0 mm

Last Speed: 0 mm

Handle: 0 mm
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2
4
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g
I Cameral
I Table
=

B 88 = |

L
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FX
54.35- | 76.45~
13.55-[| 7831
-3.55~ | 79.10-~
1

The function editor maps objects and FX transformations with key values and related interpolations by using a spread-
sheet or a graph editor. It is divided into two sections: on the left there is an area where the spreadsheet or graph editor
is displayed, on the right top is an area where the interpolation of the current transformation segment is displayed, and
on the right bottom is the objects/FX tree.

See Using the Function Editor .
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5.2.7 Level Strip

The level strip displays the sequence of drawings belonging to the level currently selected in the Xsheet.

It helps you to edit the sequence of drawings and to see all the drawings of the current level, even if those drawings
are not exposed in a Xsheet.

See Editing Animation Levels .
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5.2.8 Palette

Level Palette: B *

calors

color 1 .
- 1

It displays the styles defined for the current level, or in case it is inactive the styles defined for a previously selected
level.

See The Palette Window .

5.2.9 Scene Cast

Scene Cast
v [ =) Untitled
Cast & Frames
Audio g
1
1

1933

+ Back = Forward 1 Up Mew lcon | B List Export File List

The scene cast pane lets you control the files loaded in the scene, save them and load new ones. It can be organized in
folders and sub-folders.

See Using the Scene Cast .
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5.2.10 Schematic

Stage Schematic

Blurd1

Source

Q Table

_— Qutput
Glow01

Cameral = Sop Light

Source

The schematic can alternatively display stage information or special FX usage.

The stage schematic displays as nodes all the objects defined in a scene, i.e. columns, pegbars, cameras, the table and
motion paths, and allows you to manage the way they are linked to each other.

The FX schematic allows you to apply FX to the content of Xsheet columns, and to manage the way they are applied.
All the columns and FX are displayed as nodes that can be connected in order to set the way FX affect the scene
content.

See Using the Stage Schematic and Using the FX Schematic .

5.2.11 Studio Palette

ckin : Studio Palette

* & Global Palettes

HE vanety

Im Project Palettes

calors
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The studio palette allows you to store an unlimited number of level palettes. From here any palette can be retrieved
and assigned to the current level in order to paint it, with no need to define the same styles again and again. It also
includes a viewer displaying the styles of the currently selected palette.

See Using the Studio Palette .

5.2.12 Style Editor

[LEVEL] Palette: B | #2: color_2

Color

=

The style editor allows you to modify the palette styles. You can choose the type of style among color, texture, vector
and raster. There also is a settings tab where you can decide some parameters for the style.

See Editing Styles .
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5.2.13 Tasks

STOF Stop & Add Render w4 Add Cleanup

Mame: final_version

Ef Save As rﬁ Load o Remove _ 2
Status:  Suspended

Command Line:

Server:
Submitted By:  maru
Submitted On:  dom. Age. 5

: dom. Ago. 52

The Tasks window contains the task tree with all the tasks submitted to the batch processing, and information about
the task currently selected in the tree. From the task tree you can start or stop a task execution, or remove it.

See Managing and Executing Render Tasks .

5.2.14 Message Center

Message Center
Display: Errors Warnings Info

0 The current tool cannot be used on a Raster Level.
0 In order to use the render farm you have to define the Farm Global Root first.

The message center displays in a list the messages OpenToonz is sending to the user. You can set filters on the
messages showed in the window using the appropriate radio buttons, or you can clear the list completely by pressing
the Clear button.

5.2.15 Toolbar

The toolbar contains tools to draw, select and edit drawings, and to animate objects like the camera, columns and
pegbars. The tools in the toolbar can only be used in the main viewer.

Note: If the toolbar is too short to display all the tools, it can be scrolled by using arrow buttons available at its ends.
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n‘g‘ﬂ Animate modifies the position, rotation and size of the current objects (see Animating Objects ).

h‘ Selection performs a selection and transforms it (see Using the Selection Tool ).

l’ Brush draws in the work area in freehand mode (see Drawing with the Brush Tool ).

% Geometric draws geometric shapes (see Drawing with the Geometric Tool ).

T Type adds text by setting the font and size (see Adding Text ).

4 Fill fills drawing areas with the current style (see Filling Areas ).

« Paint Brush paints lines and areas in Toonz raster drawings in freehand mode. (see Filling Areas ).

fo 4 Eraser deletes vectors in vector drawings, and painted areas and lines in raster drawings (see Drawing Tools ).

o Tape joins two open ends of one or two vectors in vector drawings, or closes gaps in raster drawings (see Joining
and Splitting ).

(/.l Style Picker picks a style from the current drawing, that becomes the current style in the palette and in the style
editor.

Jz RGB Picker picks red, green and blue values from the viewer content, and applies them to the current style (see
Plain Colors ).

T; Control Point Editor modifies the vector shape by editing its control points (see Editing Vector Control Points ).

-;i Pinch modifies the vector shape by clicking and dragging anywhere on the vector (see Changing the Bend of
Vectors ).

'& Pump locally modifies the vector thickness by clicking on the section you want to affect and then dragging up or
down (see Using Other Modifier Tools ).

@ Magnet deforms several vectors at once by clicking the area you want to affect and dragging (see Using Other
Modifier Tools ).

‘?"‘ Bender bends vectors in vector drawings (see Using Other Modifier Tools ).

—_
<= Tron removes creases from vectors by moving the cursor on the vector you want to flatten (see Using Other
Modifier Tools ).

’
A" Catter splits a vector in two sections when clicking on it (see Joining and Splitting ).
f Skeleton defines character models, and animates them as in cutout animation (see Using the Skeleton Tool )

?J Hook defines reference points to be used in the stage schematic to move an object, or link one object to another
(see Using Hooks ).

@ Tracker tracks specific regions in a sequence of images (see Tracking Points ).

% Plastic builds a mesh that allows to deform and animate a character or part of it (see Using Plastic tool ).
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Q Zoom zooms in and out the viewer content; after you click you can drag up to zoom in the work area, or drag
down to zoom out.

# Hand pans over the viewer content; if the 3D view is activated, the Hand tool lets you pan over the 3D view as
well.

% Rotate rotates the viewer content; if the 3D view is activated, the Rotate tool lets you change the point of view.

5.2.16 Tool Options Bar

Create Mesh Skeleton: - Mode Build Skeleton = Vertex Name: Allow Stretching Snap To Mesh

The tool options bar displays settings for the current tool, if it has any.

For example it lets you set the thickness and other properties of the Brush tool.

Note: If the tool options bar is too short to display all the tool options, it can be scrolled by using arrow buttons
available at its ends.

5.2.17 Command Bar

The Command Bar is a place where the user can display favorite OpenToonz tools and commands to have them readily
available.

The Command Bar pane can be docked in any part of the OpenToonz UI.

Note: If the Command Bar is too short to display all the command buttons, a double-arrow symbol will appear at the
right end of it, allowing to display a drop down menu with the rest of them.

Tip: To display the Command Bar:

¢ Choose Windows — Command Bar.

Tip: To customize the Command Bar buttons:
1. Choose Windows — Command Bar to open the Command Bar.

2. Right click on it and select Customize Command Bar from the menu that opens. The Customize Command
Bar window will open.
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Customize Command Bar ot

Command Bar Toolbar Iltems

Mew Vector Level

Mew
Mew R

----Separator----

File
Edit
Scan & Cleanup
Level
----Separator---- ‘I.‘_:E'hEEt
Repeat... Cells
----Separator---- View
Collapse Windows
Open Sub
IZE Iﬁ:l:: Sljtl xsheet e
Toggle Edit In Place Playback
Fill
Right-clck Menu Commands
Tool Modifiers
Visualization
Misc
RGBA Channels

Separator----

Duplicated commands will be ignored. Only the last one will appear in the menu bar.

8] .4 Cancel

3. To add a command: Search for a command in the Toolbar Items list (right) and drag it to the Command Bar
list (left).

4. To add a separator: At the end of the Toolbar Items list (right), drag the —-Separator—- item to the Command
Bar list (left).

5. To delete a command: Locate the command in the Command Bar list (left), right click on it and select Remove
from the menu that opens.

6. Click OK to accept the changes or Cancel to discard them.
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5.2.18 Viewer
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The viewer is the work area where you can draw images and see at the same time the result of your compositing. It is
endless and you can scroll, zoom in, zoom out and rotate it the way you prefer.

It has different modes of visualization among which you can choose the more suitable to the operation you are per-
forming.

See Using the Viewer and Previewing the Animation .

5.2.19 ComboViewer

BRE OmE N

1.

<« «flllp=prr @220 B wQ
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The comboviewer integrates in a single pane a viewer, horizontal toolbar and a tool options bar. It’s and alternative
work area where you can draw images and see at the same time the result of your compositing. It is endless and you
can scroll, zoom in, zoom out and rotate it the way you prefer.

It has different modes of visualization among which you can choose the more suitable to the operation you are per-
forming.

See Using the Viewer and Previewing the Animation .

5.2.20 Xsheet
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The Xsheet allows you to manage the scene content, in the same manner as the timeline. It is organized in columns,
and columns are divided into cells, representing the content of that column in that particular frame. In the columns
you can load animation levels, clips, images, audio files or other Xsheets.

Each column has its own header containing information about its content. The column on the far left displays the
frame number, with a cursor placed on the current frame. The headers area and the frame column are always visible,
even when scrolling the Xsheet area; in this way it’s easier to understand how the scene is built.

Frames are rendered reading images from left to right in each cell row.

See Working in Xsheet .
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5.2.21 Timeline
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The timeline allows you to manage the scene content, in the same manner as the Xsheet. It is organized in horizontal
layers, and layers are divided into cells, representing the content of that layer in that particular frame. In the layers
you can load animation levels, clips, images, audio files or other timelines.

At the leftmost part each layer has its own header containing information about its content. At the top part of the
timeline there is a time ruler that displays the frame number, with a cursor placed on the current frame. The headers
area and the time ruler are always visible, even when scrolling the timeline area; in this way it’s easier to understand
how the scene is built.

Frames are rendered reading images from bottom to top in each cell column.

See Working in Xsheet .
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5.2.22 History

P Rename Page other colors > more colors

ﬁ Mew Pegbar Pegl

%5 New Motion Path Path1

Ei Set Parent Handle Cold : (Table,B) -> (Peg1,B)

%5 Add Fx : Blur01

%5 Add Fx : Glow0!

%3 Unidentified Action

ﬁ Create Qutput Fx

ﬁ Mew Camera Camerad

3 Change Style Palette: skin Style®#1 [R45 G34 B30] -= [RO GO BO]

fB ChangeStyle Palette: B Style#2 [R237 G229 B154] -> [R163 G153 B65]
[ ChangeStyle Palette: B Style#2 [R163 G133 B65] -> [R163 G153 B65]
Ff§ Change Style Palette: B Style#2 [R163 G153 BBS] -» [R163 3153 B65]
[ ChangeStyle Palette: B Style#2 [R163 G133 B65] -> [R163 G153 B65]
g5 Change Style : B Style#2 [R163 G153 BB5] -» [R196 G188 B128] ~
a

The history pane, lets you check and undo/redo the history of the latest actions performed in the current OpenToonz
scene.

See Assigning Memory for the Undo Operation .
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5.2.23 Record Audio

Audio Recording =
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v Sync with XSheet

The record audio window, lets you record a live audio source, listen to it, and insert it into a new audio column of the
Xsheet. The insertion point will be located at the right of the selected cell column, and starting at the selected cell
frame.

Note: Currently, this window cannot be docked to form part of a room, like the other ones in the Windows menu.
Instead it must be opened as a floating window, when needed.

5.3 Customizing the Interface Appearance

The appearance of the OpenToonz interface can be customized to suit any production need by choosing a specific
language and interface theme.

OpenToonz allows users to choose a specific language for the software interface, including menus, commands, tooltips,
and on-screen messages. Currently available languages are: English, German, Spanish, French, Italian, Russian,
Japanese and Chinese.

There are also several included themes to choose from: Default, Blue, Dark, Light and Neutral.

The interface themes are defined by means of a QSS file, whose concepts, terminology, and syntax are inspired by
CSS files (HTML Cascading Style Sheets). The QSS files also refers to a set of PNG images that are used to create
interface widgets.

These files are stored in a folder named as the QSS file, and located in the C: \OpenToonz stuffl\config\gss
folder on Windows and OpenToonz stuffl\config\gss folder on Macintosh.

Note: The QSS file for Macintosh is named with the _mac suffix.

The QSS file can be edited with any text editor software, e.g. Notepad or TextEdit; the PNG images with any image
editor software. Editing the QSS file requires some skill in CSS language, but some changes like colors of pane
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Fig. 1: The OpenToonz interface theme set to Default and to Light.

elements, can be easily done by expressing them with red, green and blue values.

Note: The QSS files defining the colors and the images used in the OpenToonz interface have to be written according
to a specific syntax, otherwise OpenToonz interface will not be displayed properly. If you decide to edit a QSS file,
make a backup copy first in case you need to revert the file to the original version.

Tip: To choose the interface language:
1. Choose File — Preferences... — Interface.
2. In the Language* option menu choose the language you want to use in the interface.

3. Restart OpenToonz to have the interface in the selected language.

Tip: To choose the interface theme:
1. Choose File — Preferences... — Interface.

2. In the Theme option menu choose the style to be applied to the interface.

Tip: To create a new theme:

1. Navigate to C:\OpenToonz stufflconfig\gss folder on Windows and OpenToonz
stuff\config\gss folder on Macintosh.

2. Duplicate one of the already existing style folder.
3. Rename the folder and the QSS files inside it with the name you want to assign to the style.

4. Edit the QSS file and the PNG images contained in the new folder.

Note: The new style will be available in the Preferences dialog the next time you run OpenToonz.

Tip: To edit style QSS file:
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Open and edit with a text editor software (e.g. Notepad or TextEdit) the QSS files available in the style folder.

Tip: To edit style images:

Open and edit with an image editor software the PNG files available in the style folder.
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Managing Projects

Projects are an easy way to manage scenes and files used in them. They allow you to organize your production
material not only by defining default settings used throughout the production, but also default folders where files will
be automatically saved, and from where they will be retrieved when needed. This means that, for example, as soon as
you scan drawings, they will be saved automatically in the input default folders you specified for your project.

The main advantage of managing the production through projects, is that a consistency of production settings and
production material can be achieved.

The consistency of production settings is achieved because all the scenes of a projects, as soon as they are created,
inherit all the settings from the project (see Setting Up a Scene ).

The right use of production material is achieved because once you have defined a production structure through projects,
all the scenes are able to save and retrieve files by using the project default folders.

6.1 Setting the Projectroot

The projectroot is the folder where the project information and database are stored,; it is displayed in the OpenToonz
browser as one of the main folders with the related path in brackets.

The default value is C:\OpenToonz stuff\projects on Windows and /Applications/OpenToonz/
OpenToonz stuff/projects on Macintosh.

Note: If your production has to be managed on more than one computer on a network, you can share the same project
database on all the computers you want, by defining the same projectroot on each computer.

It is also possible to define more than one projectroot if needed: in this case projectroot folders will be visible in the
OpenToonz browser, each with the related path in brackets.
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Additional Project Locations
My Documents/OpenToonz®
Desktop/OpenToonz®

+ Custom®
Custom Project Path(s):

Advanced: Multiple paths can be separated by ™ (Mo Spaces)

Path Alias Priority: Use Project Folder Aliases Only

The projectroot information can be changed at any moment, for instance if you need to move the project database files
from one computer to another.

Tip: To set the projectroot on Windows:
1. Open the Run application dialog by selecting Run from the Start menu.
2. Type regedit in the text box and click OK. This will open the Registry Editor application.

3. Navigate to the HKEY_LOCAL_MACHINE\SOFTWARE\OpenToonz\OpenToonz and double-click
TOONZPROJECTS in the right part of the window: the Edit String dialog opens.

4. Enter the new path for the projectroot.
5. Click OK and exit from the Registry Editor application.

6. Restart OpenToonz to make the change effective.

Tip: To add a projectroot on Windows:
1. Open the registry editor to edit the TOONZPROJECTS registry as described above.

2. Enter the path for the new projectroot, separated by a semicolon (e.g. C:\production01;
D:\production02).

3. Click OK and exit from the Registry Editor application.

4. Restart OpenToonz to make the change effective.

Tip: To set the projectroot on Macintosh:

1. Right-click the OpenToonz icon in the Applications/OpenToonz folder, and choose Show Package Con-
tents from the menu that opens.

2. In the folder that opens browse to the Contents/Resources folder and open the SystemVar. ini file
with a text editor application, such as TextEdit.

3. Look for the following line where the projectroot is defined: TOONZPROJECTS="/Applications/
OpenToonz/OpenToonz stuff/projects”

4. Change the path in inverted commas by typing a new one.

5. Save the SystemVar. ini file.
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Tip: To add a projectroot on Macintosh:

1. Open the configuration file to edit the TOONZPROJECTS variable as described above.

2. Change the path in inverted commas by adding a new path for the new projectroot, separated by a semicolon

(e.g. /Applications/OpenToonz/OpenToonz stuff/production0Ol ;

/Applications/
OpenToonz/OpenToonz stuff/production02).

3. Save the SystemVar.ini file.

4. Restart OpenToonz to make the change effective.
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6.2 Setting up Projects

New Project X,

7 Project root (CA\OpenToonz stuffy\projects)

Project Name: new_projec

+inputs Inputs
+drawings drawings
+5CENES SCENES
+extras extras
+outputs outputs
+palettes  palettes
+scripts  scripts
Append Sscenepath to +drawings

Append $scenepath to +inputs

Append Sscenepath to +extras

] Cancel

When you define a new project you can specify its default folders, while its default settings will be inherited from the
current project. Default folders and settings can be modified at any time to satisfy new production needs.

Project information is stored in an XML file named as the project with the _otpr j suffix, in a folder named as the
project located in the projectroot (see Setting the Projectroot ).
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Projects can be organized in folders and can contain sub-projects that can be browsed in the OpenToonz file browser.
This allows you to customize the project structures in order to follow your production needs, for instance creating a
folder for each episode, then a project for each scene belonging to that episode. As the project browser will display
the project tree and all the folders contained in the projectroot, you can also organize your folder structure in the
projectroot by using the OS file system.

There is always one current project selected in the project browser: when you start working on a scene, automatically
it will belong to the current project, inheriting its settings and default folders.

If you want a new scene to be part of a new project, first you have to define a new project. If you want it to be part of
a previously created project, first you have to set that project as the current one.

Note: If you want to use the farm for rendering scenes, all the server (rendering) nodes of the farm have to share the
same projectroot (see Installing the Toonz Farm on Windows ) and all the drives containing the projects database, have
to be shared on the network.

Tip: To create a new project:
1. Choose File — Project Management — New Project. ..

2. Select the projectroot or repository (see Configuring the Version Control in OpenToonz ), and the project or
folder where you want to create the new project.

3. Type the name of the project and set the path to the folders you want to use as default.

4. Click the OK button.

Tip: To change the current project:

Click the small round button on the left of the project name in the project tree available in the OpenToonz file browser.
It becomes red when selected.

Tip: To add a scene to a project:
1. Set the project as the current one.

2. Choose File — New Scene.

Tip: To change project default folders:

Select File — Project Management — Project Settings. .. and change default folders paths.

Note: When changing default folders, scenes previously created in the same project may fail retrieving used files.

6.3 Project Default Folders

Projects have default folders where scanned drawings, painted drawings, scenes, rendered frames and palettes are
automatically saved. These folders are shared by all of the scenes created for that particular project, and are labelled
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in the following way:
* +inputs is the folder where all scanned drawings are saved (as TIF files).

* +drawings is the folder where OpenToonz cleaned up drawings, drawings made directly in OpenToonz and
imported OpenToonz drawings are saved (TLV and PLI files).

* +scenes is the folder where the OpenToonz scenes are saved (TNZ files).
* +extras is the folder where all the imported non-OpenToonz levels, images and audio files are saved.
* +outputs is the folder where rendered images are saved.

* +palettes is the folder where the project palettes of the studio palette are saved, and where the Raster Drawing
Palette, shared by all the raster levels belonging to the project, is stored.

For each of these folders you can specify different locations on your computer network depending on the way you set
up the storage of your production material.

Absolute or relative paths can be specified for the default folders definition.

If you specify an absolute path, the folders will be created, when needed, where specified. For example
you can set +drawings to be C:\production\drawings01l on Windows, or /Volume/Macintosh HD/
production/drawing0l on Macintosh: this means that the OpenToonz drawn and cleaned up levels will
be automatically saved in C:\production\drawingsOl on Windows, or in /Volume/Macintosh HD/
production/drawing01 on Macintosh.

If you specify a relative path, all the folders you specify in the path will be created, when needed, in the project folder
under the selected projectroot or repository (see Configuring the Version Control in OpenToonz ). For example, for
the project myproject, you can set +drawings to be sequence0l\mydrawings : this means that the OpenToonz
drawn and cleaned up levels will be automatically saved in the myproject\sequence0l\mydrawings folder
located in the selected projectroot or repository.

The $scenepath variable can also be used to automatically create specific folders according to the scene you are
working on. The variable can be either appended to the specified paths, or used in the path definition.

The labels of the default folders you can find in the project settings (i.e. +drawings, +extras, etc.) can be used as
aliases in OpenToonz. For example if some material is retrieved from the extras default folder, its loading path will
contain the alias +extras. They can be also used when you need to specify a saving path, for example in the Path field
of the New Level dialog.

When in a scene you load material not located in the current project folders, you can choose whether to import files,
that is to say copy them in the related project folders, or to create a link with the external file. The link is defined by
an absolute path.

Note: Files loaded in a scene without importing can be imported later on at once by using the Collect Assets feature
(see Collecting Assets ).

Note: All shared disks involved in the folder definitions, i.e. disks where production material has to be written
and read, must be shared granting full permissions to any user, otherwise the exchange of files will not succeed. For
Windows, disks must have a Share Permission set to Full Control for Everyone; for Macintosh, the sharing settings
must allow any user to read from and write to disks.

Note: When no project is defined, the OpenToonz stuff/sandbox project is used by default.
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Tip: To set default folders for a new project:
Do one of the following:
* Type the path to the folder you want to use as default.

* Use the browser button on the right of each text field, to set the folder you want to use as default.

6.3.1 Adding Custom Default Folders

Besides the basic default folders you can also add your own default folders, and use the related aliases, by defining
a TXT file named project_folders.txt in the OpenToonz stuff\profiles folder. In this file you can
also change the order of the folders already available to change the way they are listed in the project settings dialog.

The following is an example of a projectfolders. txt file:

inputs
drawings
backgrounds
scenes
extras
outputs
palettes

3D

where the +backgrounds and +3D aliases were added to the default ones.

Tip: To add more default folders to projects:
1. Open the OpenToonz stuff\profiles\project_folders.txt file.

2. List the default folders you want to define, one per line, and save the file.

6.3.2 Using the $scenepath Variable in Folder Definition

The $scenepath variable can also be used in the definition of the +inputs, +drawings, and +extras aliases when typing
the default folder path. In this case the path where you save the current scene will replace the $scenepath variable in
the path definition, with the needed folders automatically created during the saving process.

For example if +drawings is $scenepath\mydrawings, and you save the scene scene0l in +scenes\seqg01l
, OpenToonz drawn or cleaned up levels for that scene will be saved in seq01\scene0l\mydrawings ; when
you save the scene scene02, in seq01\scene02\mydrawings ; and so on.

In this way the needed default folders are automatically created with the same given name (mydrawings), one for each
scene, according to the path used when saving the scene. As a consequence, if the variable is used in this way for all
the ali